[bookmark: _GoBack]Introduction
In this report, I will go over the different parts of the design process of Frog Gang (our game). This will go over how we came up with the idea, the choices we made for the game, and my own view of designing the game. Including my role, things I’ve learned, and a reflection on how I feel that I did, and where I should improve.
Frog Gang
-Overview
Frog game is about a group of frogs defending their home against the evil toads, while fending off the natural hazards and enemies of their home environment. In the game, there’s multiple areas for the player to traverse through.
The first of those areas is the Inside the Log section. This area is a short one to show you how to move around obstacles in the game, letting the player figure movement out in an enclosed area without enemies before they go out into the main parts of the game.
The second area is the Swamp Lake section. This is a larger area, filled with reeds as obstacles and mostly flies as enemies, with wasps also appearing at points. This part is meant to let the player learn how to deal with enemies. This section also has a second part where the reeds become thinner but more numerous and a group of wasps appear together. This lets the player learn to deal with enemies fighting back.
[bookmark: _Int_0tgOmLqS]Third of the sections is the Tree Trunk. In this section, you rise up the trunk of a massive tree avoiding branches and fighting wasps. This section is there to let the player deal with a 3D movement scheme, letting them move up to change the pace of just moving forward, and giving the map a more 3 dimensional feel instead of just being a straight line.
Next up is the Tree Tops section. In this part, you’re flying above the trees, fighting a few enemies, and dodging more branches. This area is a sort of break before the big fight, where there is not many enemies or obstacles.
The Frog Village is the fourth section. Here is where the final fight against the Toad King happens. Other than the Toad King, there’s houses to fly around and some wasps and flies to fight before the boss battle. In the fight, the Toad King charges straight towards the frog village, forcing the player to dodge him while they attack.
Lastly is the Castle Outskirts. This is mainly just the place for the Toad King to come from, without any need for the player to explore as by that point, the Toad King would be behind them.
-Target Audience
[bookmark: _Int_neiObxZ3]Our target audience is young people who enjoy frogs. This is because despite seeming narrow, frogs have become quite popular on the internet, especially with young people. As shown in several articles[1][2] and experienced personally by me.
-Theme choice
We chose a cartoonish theme to suit the target audience better, as most people enjoy frogs for their calm vibe. We also chose it because we felt it would be a good change of pace from other more traditional shooters, which tend to be sci-fi themed. Which is shown in many articles, in which sci-fi shmups make up the majority of shmups.[3][4][5]
Personal Experience
-Role
My main role in this project was to make and assign the textures on the model. This way I could let the other members of my team work on other important parts of the game. I also helped a small bit by creating some concept art to speed up the idea generating phase and move onto the modelling and texture work.
-Learning
For this project, I had to learn to make and apply textures with Blender, to do this, I had to find tutorials on YouTube and experiment on different models. I also had to learn how to properly prioritise, which was a matter of learning from experience. Lastly, I had to learn how to do proper concept art, which came through mainly practicing.
Reflection
In this project, I think I could have done better. There are some parts where I did well, but there are a few parts I did poorly.
For example, I think my concepts for the beginning hallway, ladybugs, and fly enemies were done well. I will remember how I did those in later projects.
On the other hand, I could have done better at prioritising near the beginning, which I will need to correct in the future.
I also think I could’ve done better if I attended more lectures, as I would have been taught to use Substance Painter instead of Blender for texturing, which would have let me create better textures. I will try to be able to attend more lectures to prevent this happening again.
Lastly, I think my time management could use work. Had I been more able to stick to the timeline we set, I would have had more time to help the team with the issues they were facing. In the future I should try harder to stay on target.
Conclusion
In conclusion, Frog Gang is a game about frogs fighting toads, aimed towards young people who enjoy frogs, in a cartoon style. In order to complete the project, I learned to texture with Blender and how to create proper concept art. And I have learned from my mistakes to do better in the next project.
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